


VALKYRIES 


WARDENS OF THE WORTHY 

Valkyries are powerful celestials, servants of Odin who take 
physical forms to scour battlefields for dead worthy of a 
place in Valhalla. As wardens of the dead, they can be seen 
in the aftermath of a great battle, choosing souls to ferry to 
the glorious next life of battle and feasting. 


A VENGEFUL CURSE 

Once led by Freya, the valkyries fell out of Odin's favour 
when he was spurned by their former queen. Odin cursed 
the valkyries to remain in physical forms, where, unable to 
fulfill their duties, the valkyries despaired, being driven to 
madness by spending too long in physical forms. 


ICONS OF WAR 

The valkyries are warriors unmatched by the souls they 
survey. The variation between each valkyrie's combat style, 
coupled with their terrific martial prowess means that to 
face one valkyrie may be the greatest challenge of a 
warrior's life, but to face two, would be death. 

Those who fight against the valkyries and refuse their 
summons to Valhalla are often returned to an unlife as 
draugr, burned out husks left in the wake of a valkyrie's fury 
coupled with their own. 


IMMORTAL NATURE 
A valkyrie doesn't require food, drink or sleep. 





VALKYRIE 

medium celestial, lawful neutral 

¢ Armor Class 18 (plate) 

¢ Hit Points 322 (28d8 + 196) 
¢ Speed 3 5ft., fly 60ft. 





STR DEX CON INT WIS CHA 
22 (+6) 25 (+7) 24 (+7) 19 (44) 24 (47) 24 (47) 
ae Se 
Saving Throws 
Damage Resistances necrotic, radiant; bludgeoning, 
piercing, and slashing from nonmagical attacks 
Condition Immunities charmed, exhaustion, 
frightened 
Senses passive Perception 4 
Languages all 
ene 
Legendary Resistance (3/Day). \f the valkyrie fails a 
saving throw, it can choose to succeed instead. 


Magic Resistance. The valkyrie has advantage on 
saving throws against spells and other magical 
effects. 


Uniqueness. These statistics are shared by all nine 
valkyries, but each one has its own particular 
characteristics, detailed on the next page. 


Actions 


Multiattack. The valkyrie makes two attacks with its 
scythe, or three attacks with its bladed wings. 


Bladed Wings. Melee Weapon Attack: +13 to hit, 
reach 10ft., one target. Hit 17 (3d6 + 7) After the 
valkyrie makes two bladed wings attacks, it may make 
a third attack which deals 16 (2d8 + 7) piercing 
damage, and the target is knocked prone ona 
successful hit. 


Scythe. Melee Weapon Attack: +12 to hit, reach 5ft., 
one target. Hit 23 (5d6 + 6) slashing damage, plus 
27 (6d8) necrotic damage. 


Unarmed strike. Melee Weapon Attack: +12 to hit, 
reach 5ft., one target. Hit 7 bludgeoning damage. 


Wing Shield. The valkyrie raises her AC to 27 until the 
start of her next turn. At the start of her next turn, 
creatures within a 5-foot cone directly in front of the 
valkyrie must succeed on a DC 19 Dexterity, or take 
16 (2d8 + 7) piercing damage and be pushed back 5 
feet and knocked prone. 


VALKYRIES 


EIR 


Challenge 17 (18000 XP) 
Actions 





Multiattack. The valkyrie may make two Staff of 


Light actions. 


Blinding Flare (Recharge 5-6). All creatures within 
30 feet of the valkyrie must make aDC 19 
Constitution saving throw, taking 17 (5d6) 
radiant damage and being knocked prone and 
blinded for one round on a failed save, or taking 
half as much damage on a successful one. 


Staff of Light. All creatures within 5 feet of the 
valkyrie must make a DC 19 Dexterity saving 
throw, taking 21 (6d6) radiant damage and being 
blinded for one round on a failed save, or taking 
half as much damage on a successful one. 





GEIRDRIFUL 


Challenge 17 (18000 XP) 
Actions 





Drag. \f the valkyrie flies at least 20 feet directly 


towards one creature, the valkyrie may make this 
action, targeting that creature. The creature must 
make a DC 19 Dexterity saving throw. On a failed 
save, the valkyrie drags the affected creature up 
to its remaining movement speed (using up that 
movement speed) in the same direction it 
travelled, and the creature takes 13 (2d12) 
bludgeoning damage per 5 feet moved. At the 
end of this movement, the creature lands prone 
in an empty space next to the valkyrie. 


Valhalla Dive (Uses 40 feet of movement speed). 
The valkyrie flies up and dives onto one creature 
within 40 feet. The target must make a DC 19 
Dexterity saving throw. On a failed save, the 
target is grappled by the Valkyrie (Escape DC 19), 
and the valkyrie may immediately make 3 
unarmed strikes against the target. 


Chakram. Ranged Weapon Attack: +12 to hit, 


range ft., one target. Hit 23 (5d6 + 6) slashing 
damage, plus 27 (6d8) radiant damage. 



















GONDUL 


Challenge 17 (18000 XP) 








Damage Resistances Fire 





Actions 


Multiattack. The valkyrie may make two Staff of 
Light actions. 


Staff of Light. All creatures within 5 feet of the 
valkyrie must make a DC 19 Dexterity saving 
throw, taking 21 (6d6) radiant damage and being 
blinded for one round on a failed save, or taking 
half as much damage on a successful one. 


Meteor Dive (Uses 40 feet of movement speed). 
The valkyrie flies up and dives onto one creature 
within 40 feet. The target must make a DC 19 
Dexterity saving throw. On a failed save, the 
target takes 14 (4d6) fire damage is grappled by 
the Valkyrie (Escape DC 19), and the valkyrie may 
immediately make 2 unarmed strikes against the 
target. 


Rain of Fire. Fire rains from the sky in a 10-foot- 
wide, 30-foot-long line starting directly in front of 
the valkyrie. All creatures within the line must 
make a DC 19 Dexterity saving throw, taking 17 
(5d6) fire damage on a failed save, or half as 
much on a successful one. 





GUNNR 


Challenge 16 (15000 XP) 

Abilities 

Scythe Among the Feathers. When Gunnr makes a 
Bladed Wings attack, she may make a Scythe 


attack after the two initial attacks instead of the 
third attack that would normally be granted. 








HILDR 


Challenge 17 (18000 XP) 








Damage Resistances Ice 





Actions 


Ice Barrage (Recharge 5-6). Ranged Weapon 
attack: +4 to hit, reach 5ft., one target. Hit 11 
(1d8+7) cold damage. The valkyrie makes this 
attack 3 times, then the target of the final attack 
must make a DC 19 Dexterity saving throw, 
taking 34 (6d8+7) cold damage and being 
knocked prone on a failed save, or taking half as 
much damage on a successful one. 


Scything Wave. All creatures within a 5-foot-wide, 
30-foot-long line from the valkyrie must make a 
Constitution saving throw, taking 36 (8d8) 
necrotic damage on a failed save, or half as much 
on a successful one. 





KARA 


Challenge 16 (1 5000 XP) 
Actions 

Call the Dead (Recharge 5-6). The valkyrie 
summons 2d6 random draugr into empty spaces 


within 15 feet of the valkyrie. Any draugr that 
cannot be placed are instead not summoned. 





OLRUN 
Challenge 17 (1 8000 XP) 
Actions 


Valhalla Dive (Uses 40 feet of movement speed). 


The valkyrie flies up and dives onto one creature 
within 40 feet. The target must make a DC 19 
Dexterity saving throw. On a failed save, the 
target is grappled by the Valkyrie (Escape DC 19), 
and the valkyrie may immediately make 3 
unarmed strikes against the target. 


Blade Spin. All creatures within 5 feet of Olrun 
must make a DC 19 Dexterity saving throw, 
taking 16 (2d8 + 7) slashing damage on a failed 
save or half as much on a successful one. The 
valkyrie may make this action instead of the last 
attack of its Bladed Wings multiattack. 


ROTA 
Challenge 7 7(1 8000 XP) ; 
Actions 


Drag. \f the valkyrie flies at least 20 feet directly 


towards one creature, the valkyrie may make this 
action, targeting that creature. The creature must 
make a DC 19 Dexterity saving throw. On a failed 
save, the valkyrie drags the affected creature up 
to its remaining movement speed (using up that 
movement speed) in the same direction it 
travelled, and the creature takes 13 (2d12) 
bludgeoning damage per 5 feet moved. At the 
end of this movement, the creature lands prone 
in an empty space next to the valkyrie. 


Valhalla Dive (Uses 40 feet of movement speed). 
The valkyrie flies up and dives onto one creature 
within 40 feet. The target must make a DC 19 
Dexterity saving throw. On a failed save, the 
target is grappled by the Valkyrie (Escape DC 19), 
and the valkyrie may immediately make 3 
unarmed strikes against the target. 


SIGRUN 





Hit Points 345 (30d8 + 210) 
Challenge 19 (18000 XP) 
Abilities 


Queen of the Valkyries. Sigrun has all abilities and 


actions that other Valkyries have. 
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CREDITS 
Created by Kor-Artificer (Frederic B.E. Walker) 


e Tumblr: @Kor-Artificer 
¢ Twitter: @KorArtificer 


Created using The Homebrewery 


Gob OF WAR 
God of War belongs to Santa Monica Studios. 


"Valkyries - by Kor Artificer' is unofficial Fan Content 
permitted under the Fan Content Policy. Not 
approved/endorsed by Wizards. Portions of the 
materials used are property of Wizards of the Coast. 
A@©Wizards of the Coast LLC 
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